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SMITE FOR DUMMIES, SPL RELEGATIONS RECAP AND MORE! 


GODS SMITE. 


~ BATTLEGROUND oF THE GODS 


FREE TO PLAY 
SMITEGAME.COM 


From The Editorial Staff 


Hello everyone and welcome to the 34th edition of the SMITE 
Official Magazine! If this is the first time you stumbled across this 
community project turned official Hi-Rez product, an even greater 
welcome to you! All of the people working on this magazine are 
SMITE enthusiasts like you, and we all try to create content that 
appeals to all types of players. We hope you enjoy your stay here 
and take a moment to browse through the 33 previous editions as 
well (even though that is rapidly becoming a monumental task! 


Season 4 is finally in full swing with the Relegations finished, and 
we'd be failing our duty if we didn’t feature a summary of this 
important stage of the Spring Split. And because this Season is 
going to be structured quite differently from Season 3 we thought 
it wise to also include a breakdown of the structure of not only the 
SPL, but also the Challenger Cup and newly created Combine. 


The latest addition to the SMITE roster needs some 
attention too, especially since it’s the King of all Kappa’s: 
Kuzenbo. | bet you expected me to say Forsen there, didn't 
you? Bad jokes aside, read all about the Lord of Turtles 
with Dented Skulls in this month's edition of Who Is! 


New players are also getting a little bit of love with SMITE for 
Dummies, which provides some helpful tips, tricks and hints for 


those trying to get into the game we all already know and love. 


There's always more, so sit back, relax, and enjoy the 
33rd edition of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


Managing Director Editor 
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THANKS TO OUR 
poirzon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 


THANK YOU TO: 


SUBSCRIBER 
Matthew Simon, Barecci Velasquez, DarknessIsArising, Joshua, Eric Johansson 
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SUPPORTER 
Saranzaar, Alex Cascio, Alden Doak, Jyles Lulham, Jacob Mongold, Martin Kendrick, 
SkyceNME, Ruben De Oliveira Silva, arka222, Dave Cox, Jingxuan Ong, Elias 
Thompson, Josh L, Trent Townsend, Chris White, SonnaheRZ, Darren Curtis, Sergey, 
Daniel Christensen, Vincent, Christopher Mc Auley, Ben Lohman, Dan 
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SMITE FOR DUMMIES 


By Helena Wachhaus ~~~ 


Let’s get one thing straight, I’m unimaginably bad 


at games. | didn’t really play video games at all until 
about three years ago and | still don’t have much in 
the way of mechanical skills. So I’m pretty familiar 
with the frustration and confusion that comes with 
picking something up and being utterly at a loss 

for what to do. The first time | played through the 
tutorial, the Al beat me --or did the equivalent which 
was to stop attacking out of sheer programmed 
disappointment until | won. Not a promising start, 
but it’s that level of innocent ignorance that makes 

it hard for new players to keep trying. And with the 
changes that are coming in Season 4, which have 
quite frankly made the game even more confusing 
to the gloriously inept and the intrepid newbies, | 


thought I'd write something that would help clear 
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a few things up. So if you know what you're doing 
and don't think you need a refresher on the basics, 
then you might want to skip reading this and flip to 
a different article. Seriously, last chance. If you've 
decided to keep reading; welcome to Helena’s world 
of helpful hints and self-deprecating adjectives. 
One last thing that | should mention before 
| start with the helpful hints part --the self- 
deprecating part has already started-- is that I’m 
not going to go over the basics that were discussed 
in the tutorials too much. So if you haven't played 
through those recently and were hoping to read 
a quick article and save yourself some time... 
sucks. Honestly the tutorials aren't too bad, they 
do an okay job explaining the game in all its over- 


complicated glory; they just, leave out some details 
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that probably could've been explained a bit more. 
The first thing you should probably know about 
SMITE is that you are going to get confused, a lot. 
There are audio cues, visual cues, and diversions 
that take a lot of getting used to. There will be times 
when you get bombarded with enemy attacks and 
your eyes will just decide to stop seeing the game 
and instead focus on the blindingly white mass that 
is the center of your screen. Then everything will 
be in grayscale and someone will probably make 
a passive-aggressive comment in the chat. This is 
completely normal, frustrating but normal. If you 
can make it through a game without losing track 
of your character in the middle of a fight-- even 
though your POV is literally always centered around 
your god-- then you'll be doing better than | was. 
And just if you thought the confusion would stop 
being a thing if you played for a long enough time, 
you'd be wrong. Item changes, new gods, patch 
notes and meta-shifts are all glorious roadblocks 
that'll make your life harder. But you get used to 
it. Besides, the feeling of finally conquering the 
new and annoying changes is part of the reason 
people keep playing; well, that and the rush 
that you get from making a good play or doing 
something instinctively that you'd struggled with 
before. And yes, I’m counting the panicked miracle 
jukes here too because nothing feels better than 


thinking you were going to die and then not dying. 


HELPFUL HINT LIST NUMBER ONE 


Until you can get a hang on the finer 
points of SMITE there are a few things that 
you can do to ease your way into the game. 

- Play Co-op vs. Al nearly exclusively. You 


can choose the difficulty level of the Al gods, 


explore the maps a bit more, and literally 


i 
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everyone who plays those modes is learning 
too so there's a whole lot of pressure off. 

- When you do get a bit more comfortable, you 
should stick to Arena, which Is honestly the most 
new player friendly game mode in SMITE. The 
respawn timers are low so you get the most game 
play possible. It has a few camps to get you used 
to the idea of how to deal with the Jungle Camps 
in other game modes. And deaths matter the least 
in this mode, so If you mess up and get killed then 
it doesn't have the same amount of impact on 
your team that a death would somewhere else. 
Besides, its pretty straight forward for a circular 
map --get it, straight forward in a circular... 

I'm not funny-- so you don’t have to figure out 


a whole bunch of strategies before playing. 
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REFRESHERS; OR SOME THINGS THAT 
WERE EXPLAINED BUT CLEVERLY HIDDEN 


When | first started out, | played through 

the mandatory tutorials like everyone else. But 
there were a few things that | either missed or 
forgot that really would have come in handy. 

-For example, there's a Strafing penalty. 
Strafing is any movement that comes from A, S, 
or D. Basically you move slower if you aren't going 
forward. The speed change is noticeable now that 
I've been warned, but | couldn't tell the difference 
before someone told me. For people like me, 
knowing that there is a penalty for trying to juke, or 
backstep, effects how | play-- and how much | get 
killed-- so that would've been a lot nicer to know. 

-Another thing that you might have missed in the 
first tutorial is the box on the side that explains how 


to auto attack continuously. To do this, just hold your 
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left mouse button down. Auto attacking will decrease 
your movement speed slightly, but you'll be able to get 
more hits in and do more damage. Plus there’s less 
pressure to line up every shot perfectly if you're just 
hitting, or shooting at, Someone every few seconds. 

-Sidenote, but if you're like me and have 
trouble with the whole aiming thing, do yourself a 
favor and hold off on playing a hunter until you get 
more comfortable moving the mouse around. 

-Use auto leveling for your abilities until you think 
you ve figured out what each one does. At least for 
the first few games. Also, when looking up abilities 
don't forget to read what your god's passive is. 

-| know the tutorial says that it’s turned on 
auto buy, but just double check that that’s true 
before you go into your first game. Items have 
a nasty habit of being complicated and involve 
quick mental math, so until you get the hang of 
the game, they can and will make life harder 
for you. Save memorizing what exactly the items 
do for a different day and just play the game. 

-In the event that you ignore the previous 
piece of advice you should almost always get 
boots, which the item store insists on calling 
Shoes. There’s a reason they're some of the 
first items in the recommended section. 

-In order to check if auto-buy and auto- 
leveling is turned on, you have to go into a game. 
Once you've selected your character there should 
be two small boxes under the strip that shows 


the different skins you can select for the god. 


RANDOM “KEY” PIECES OF 
INFORMATION-- I’M STILL NOT FUNNY 


- Pressing k will bring up all of your characters 
abilities; which is really useful if you decide to try 


out Assault and get stuck with a character you've 
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never played before. I’m not sure why this was only 


: 


WHA 


“ith 


explained in the Clash tutorial but who am | to judge. 

- Hitting the tab button will bring up a table of 
what everyone in the game is building. Not that that 
matters because you shouldn't really be in control of 
your own build until you get more comfortable with 
the game. But hitting tab does have a handy function 
where you can mute players on your team. Some 
people are jerks and no one needs to be torn apart 
on their first game; just mute them and keep going. 

- Ona similar note, hitting “v’ will open the 
voice guided system. Try not to hit v unless you want 
to pick something from the menu of commands 
or if you want to type something in. Basically, try 
not to hit it in the middle of a surprised keyboard 
smash because you will stop attacking and die all 
while typing gibberish into the in-game chat. 

- When you do feel comfortable enough to 
try buying your own items, double clicking on 
the item will automatically buy that item for 
you. This saves a bit of time so you can get out 
of the fountain earlier. Also you can open and 
close the item store by pressing “i”. | know the 
tutorials tell you how to open the store, but it 
doesn't tell you the shortcut to closing it. 

Hopefully my years of frustration and failure 
--which have been distilled into thirteen or so bullet 
points-- has answered some questions. | guess the 
best piece of advice that | can give Is to play the game 
for as long as you enjoy it. The second that stops 
being the case, just take a break. I’ve seen people 
who were massive fans stop playing SMITE due to 
debilitating frustration, all because they didn't log 
off when they stopped enjoying it. So play for as long 
as you like; feel free to make the stupid mistakes 


and the brilliant saves, I’ve certainly made both. 


By Helena Wachhaus 
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Entry 1 

Saltwater sprays in my face. The air around me 
feels cold and dingy. | have been on this wretched 
ship for almost a month now. However, | must go 
on. The feelings get stronger every day, feelings of 
a death, being reborn. It all started when | had that 
dream. Recalling it is easy, it lingers strongly in my 
mind up to this day. | awoke from it, feverish with 
clammy skin. It was only a dream, yet, it resonated so 
strongly that there had to be some truth to it. He was 
dead, I’m sure of It. It was with my own hands that 
the deed was done. This dream told a different story, 
one that is making me uncertain of the events after 


that day. | had to make sure. | must know the truth. 


Entry 2 
The seas are not letting up. Strong winds lead 


to tall waves which in turn leads to my unsettling 
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DIARY OF ... SET 


By Timothy Tian ~~~ 


stomach. | never liked the sea and I’m glad their 
feelings toward me are mutual. Shore must be 
arriving soon. | see a human in the distance. His 
facial expression shows anger and In his right hand, 


there is a trident. | sense that a battle awaits me. 


Entry 3 

That was no mere human. He possessed 
abilities no mortal could bear. | was at a clear 
disadvantage, being stuck in this watery abyss. | 
could tell that this was his realm. The waters were 
at his disposal as he threw a Series of waves at me, 
one after the other. Fortunately, | am unharmed. 
My ship is not so lucky. It now Lies at the bottom of 
the ocean, forever lost to me. The same can be said 
for my undoubtedly formidable foe. Being the god 
of storms and the desert, | merely had to bury him 


under my precious sand. With the heavy mixture of 


The GameOn Magazine 


my sand and his water, gravity completed the job as 


it pulled him down, deep into the sea. How tronic. 


Entry 4 

| finally reach the shore. However, the atmosphere 
here seems no different from the sea. | am heading in 
the right direction, of this |am sure. After having the 
same recurring dream, | confronted Ra with curiosity 
in my mind. What did it mean? | kept seeing him, 
alive and well. To make matters worse, he was once 
again reunited with his beloved. All Ra had for me was 
that | still had a chance to patch my dark past up. He 
provided me directions and now, here | am. Patching 
up is not what | intend to do. Anyway, It seems as 


though he’s had some ‘patching up’ done himself. 


Entry 5 
lam now upon familiar grounds. The sands flows 

through me so freely, almost as if the desert and | 

are one. | continue to make my way east as | enjoy 

my grainy company. They constantly speak to me, 
telling me stories of what has been done and what 

has yet to occur. Right now, they are confirming my 
suspicions. Wait, what's this? A familiar face is heading 


towards me. | see him clearly now. My father, Geb. 


Entry 6 
This place has made him weak. My sand was 
enough to lock him down, making him stationary. | told 
him about my dream and asked what he thought of it. 
He grunted while trying to escape the new locks | made 
for him. | walk away, all the while hearing him go on 


about how the throne of Egypt would never be mine. 


Entry 7 
He is near. | can almost hear him, calling out 
to me. He was always the one everyone adored. 


All | ever did was work hard to win their wars. How 
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do they repay me? With disdain and fear. All the 
love and respect was directed towards him. As the 
final insult to all that | have done, they hand him 
the throne, the power to rule all of Egypt. | did what 
| had to do, | removed him permanently from the 
throne - along with a few of his loyal followers just 
to let them know that | was always meant to be in 
charge. That | always deserved the throne. That 


| was fated to be the one true ruler of Egypt. 


Entry 8 

The one person that gets under my skin just as 
much as he did is his despicable son. We've been 
through many battles and as much as | hate to admit 
it, he is as skillful as he claims to be. Although, he 
does seem to have grown weaker ever since his 
left eye came into my possession, unwillingly on 
his part. |am expecting him soon, there’s no doubt 
about that. After all, he loves his father just as much 


as he loves the eye that | am holding in my palm. 


Entry? 

Well, that was disappointing. It didn't take long at 
all. His blind fury easily led to his downfall. Very much 
like Geb, he now lies on the ground, immobilized, under 
layers of sand as well as stone for good measure. | 
have no time to admire my handiwork. My feelings 
are at their peak. There is no denying my visions now. 
There he stands, a flail in one hand and a sickle in 
the other. Some of his limbs appear to be in the form 
of asmoke or mist. No matter, it is time to correct 
the mistake | have made in the past. The mistake of 


not splitting him into more than a mere 8 pieces. 


‘We meet again at last’, Set whispers to 


Osiris, with a smile curling up his lips. 
By Timothy Tian 
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WHOIS ... KUZENBO 


By Jorg van der Velden ~~~ 


I'm telling you ladies and gentlemen, the urge to start with a streak of cringe worthy 
kappa jokes Is nearly impossible to resist! But no matter how you look at it, the 
Church of Kappa is real. No, I'm not talking about Twitch chat, and I'm not talking 
about Forsen. | am, in fact, talking about the one, true Kappa King: Kuzenbo! 


To say that Kuzenbo as an entity is enigmatic 
is an understatement. A huge understatement, 
as there are painfully few references to him 
directly. There's only one actually: the legend in 
which the Kappa migrate from China to Japan. 

The Kappa clan once lived upstream of the 
Yellow River in China. A group of them migrated all 
the way down the river to end up in Japan. Kyushu to 
be exact. There they bred like bunnies and soon the 
group expanded to over 9000 (not kidding here, that’s 
the actual number stated in the legend}, all under 


the glorious leadership of King Kappa: Kuzenbo. 
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As a result, Kato Kiyomasa called on the help of 
the Monkeys of Kyushu to fight back the Kappa 
horde (which sounds like the average Hearthstone 
stream to be honest). These monkeys could see 
the Kappa even when they were invisible (which 
Kappa apparently could, as this is the first and only 
mention I've found], and they fought back the wave 
of beaked turtles with dented skulls. Once beaten, 
the Kappa moved to a different region and settled 
with the local lord’s approval, helping by controlling 
the wild rivers. Soon the Kappa were venerated 


as messengers and even became a water deity. 
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While Kuzenbo the King is mentioned rarely, 
there's no shortage of tales about the Kappa. Most 
of these legends portray the Kappa as mischievous 
little imps, though the severity ranges from looking up 
women’s kimonos to drowning, kidnapping and eating 
humans. Kappa were also known for their proficiency 
in wrestling, and used their skill to drag people into 
rivers and ponds. Hence the drowning before. 

Beating a Kappa was possible though. The 
quickest and easiest approach would be to just 
bow deeply before it. You see, Kappa were real 
sticklers for proper etiquette and seeing someone 
bow that deeply before them requires them to do 
the same. Which invariably resulted in the bowl on 
top of their head, which they need to have filled with 
water to have their power, dumping its contents 
on the floor. The end result: a bent over Kappa 
unable to do anything until its bowl was refilled. 

However, not all is pain and misery with 


the Kappa. One could gain the favor of a Kappa 
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by gifts of food and drink, with cucumbers 
standing head and shoulders above all others. 
Not only would the Kappa offer friendship, but 
would help with tasks like irrigating lands for 
farmers and sharing medical knowledge. 

Kuzenbo’s kit in SMITE is clearly inspired by the 
wrestling and human drowning variety though. As 
a Guardian his primary role is to set up for the rest 
of his team, and few things do that job as well as 
Sumo-ing someone into a wall and then smacking 
them around for a little bit with a deftly executed 
Shell spin. But, I’m getting ahead of myself. 

First off, the passive: Water Bowl. What does an 
aggressive tank need? Tankiness, duh. And that’s 
exactly what Water Bowl gives. Whenever Kuzenbo 
takes damage, he gains a stack of damage reduction 
that accumulates up to 10 times and last for 10 
seconds. However, if he’s knocked about himself, 
he loses half of his stacks. And interpret ‘knocked 


about’ as literal and wide as you can: anything 
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that forces him to move removes those stacks. 

Water Bowl obviously encourages Kuzenbo 
to be in the thick of the fight. Leave the Zeus 
babysitting to the Gebs and Kepris, as Kuzenbo 
just becomes harder and harder to deal with the 
longer he’s in the fight. Couple him with a decent 
to good healer and every point of health will carry 
him further than it would on any other god. 

A King needs his subjects, and one of the 
strongest (and apparently one of the few to ever 
have beaten Kuzenbo) is the Nene Kappa. Prepare 
your nostalgic pain glands. Done? Ok. Upon 
activation, Kuzenbo throws the Nene Kappa full 
Mario Kart Green Shell style, bouncing off of walls 
and damaging all minions it travels through (end 
of nostalgic pain). If the shell hits an enemy god 
or gets to the end of Its trajectory, Nene Kappa 
springs out and starts beating the closest enemy 
into submission. After a while, little Nene dies. 


Nene Kappa’s use Is like a blend between Hou Yi's 


Ricochet and Anhur’s Impale. It allows for the same 
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amazing trick shots as Ricochet, but an enemy god 
can intercept it to prevent Kuzenbo from clearing the 
wave. Nene Is a beast though, dealing very noticeable 
damage to enemies and can be used to tank towers 
to get in a couple of free hits while pushing. He's 

also kinda cute, if you're into those things. 

Kuzenbo’s second ability, Shell Spikes, does 
exactly what you expect it to do: upon activation 
Kuzenbo’s shell spikes grow larger and he reflects 
a percentage of all damage taken back at the 
source. What's even more interesting is the fact 
that every hit reduces the cooldown of Nene Kappa, 
allowing you to spam little brawlers everywhere. 

Aside from the obvious synergy with Nene Kappa, 
Shell Spikes also synergizes exceptionally well with 
Water Bowl, as both trigger off of taking damage. 

Sumo Slam, the third ability in Kuzenbo’s arsenal, 
is very reminiscent of Vamana’s Clear the Path. 
Kuzenbo charges forward and grabs the first enemy 
god hit, dealing damage and bringing them along for 


the ride, adding damage for every additional enemy 
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god hit. If Kuzenbo slams the enemy into a wall the 
hapless victim is damaged in a similar fashion. 
Clearly, Sumo Slam takes the age old MOBA 
adage feed the carry’ to a whole new level, allowing 
you to serve those tasty bundles of xp and gold 
called kills right in front of their noses. All that’s 
missing Is the silver platter, but you can't have 
everything. It could also be used as a tool to peel 
for your squishies, but that’s not nearly as fun. 
Finally we get to the ominously named ultimate: 
Watery Grave. Kuzenbo retreats into his shell and 
starts spinning like a madman, summoning strong 
currents around him that damages and knocks back 
enemies in range. While spinning Kuzenbo is both CC 
(crowd control) immune and has no strafing penalty, 
granting him uninhibited 360 degree movement. 
The damage of Watery Grave is pitiful, and 
that’s being gentle about it, but it truly shines in 
both control and utility. The chain knockback allows 
you to have near absolute control over the enemy's 


position, giving you even more tools to feed those 
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carries you love so much. It’s also an excellent 
way of breaking up a fight that went south a little 
too fast, giving your allies some time to regroup 
or just run with their tails between their legs. 

Kuzenbo can only be described as a brawler. He 
wants to fight all day every day, tanking, smacking, 
and controlling the enemy. As mentioned at the 
start, Watery Bowl makes any healer a huge asset 
as they allow Kuzenbo to keep brawling and be a 
nuisance, and the more he tanks, the more he can 
spam Nene Kappas throughout the fight. Carries 
with stuns or cripples are also great partners as 
they can lock down an enemy you ve delivered to 
their doorstep with Sumo Slam. You could even 
use Watery Grave to give them a little more time 
to set up some slower forms of CC, expanding 
the pool of viable partners even further. 

If you're like me and like causing chaos, 
mayhem and just general disarray, Kuzenbo’'s 
your man. Just don’t expect him to do too 


much in the damage department. 
By Jorg van der Velden 
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THE BOOK OF 
THOTHRH: PART Ill 


By Yvette Lessard ~~~ 


“ith 


Victory. Isis repeated the word like a mantra. It She stopped when she reached the base 


became its own spell, pushing her past the well of her of the mount. At its highest point lie Zeus’ 


own strength. She had driven herself mad with grief throne, crowned by a laurel of thunder and 

and pain, anyone could see, but in her desperation lightning. To its north a smaller peak, the home 
she found strength and faith. Her destination, Mount of the Muses. But it was Nike’s home she 
Olympus, loomed ever closer, and her wild eyes sought: Pantheon, at the mount’s center. 


locked onto It and saw nothing else. She walked 
until her feet were bloody and the branches had The journey had left Isis weakened and battered, 
torn away her feathers, and then she kept walking. but she was still a god. She would reach the top and 
win Nike’s favor, even if it cost her immortal life. 
Somewhere In the back of her mind, 
somewhere along the long journey to Greece, she 
became faintly aware that she was being watched. 


But she didn’t have time or energy to look. 
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Sharp pain snaked through Isis’ rib cage each 
time she took a breath. She pulled her whole body 
up the steep cliff, torn wings and all. White rocks 
tumbled down the mountain in her wake. She was 
nearly there, nearly to the peak--far below her lay the 
last shrines, worn and untended after many years. 
The humans couldn't reach any further, the breath 
snatched from their lungs and the wind turning 
their blood to ice. She had passed a few bodies, 


preserved like the mummies of her homeland. 


She had to press on. 


There. 


Again, someone was watching her. Isis paused 
as she reached for another handhold on the cliff and 
felt to make sure Thoth’s book was still with her. She 
craned her neck and looked around in all directions, 
the wind whispering suggestions In her ear. Beads of 


sweat formed on her brow, and she turned back to the 
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cliff face to climb ever faster. She was pushing herself 
too hard now, and the exertion went well beyond what 


any human would endure. But she had to finish. 


Thunder crackled ever closer, the air 
becoming charged with static. She reached for 
the next handhold and snatched her hand back 
just as lightning struck the spot and left a small, 
sizzling crater where her hand had been. She 
stared, her breath becoming faster. Her unknown 
watcher, was it Zeus? She was an unwelcome 


visitor, sneaking in where she was not wanted. 


She would have to be fast. 


Isis beat her wings, what was left of the sorry 
things, and hissed with the last of her strength 
the spell of speed and lightness that would bring 
her closer. The Book swayed from its place tied 
to her back as she hopped desperately from 


one handhold to another, her fingers growing 


ay 
sey 
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T 
frozen and bloodied with every minor victory. She didn’t recognize it. She wouldn't, of course. 
When it seemed her fingers could no “|...” she gasped, as quietly as a parched 
longer feel and the spell would surely reach desert traveler. “...am Isis, goddess of magic and 
its end, her hand found the cliff’s top. Her the Egyptian sands. | request fair treatment and 
heart skipped a beat. She was here. audience...” she took a last, desperate breath, the 


whole world becoming a pinprick surrounded by 


Her arms and whole body shook with the black. A puzzled young man with curly hair peered 
effort of pulling herself up, and she collapsed down at her, listening patiently. “...with Nike.” 
at the cliff’s edge, shuddering with each breath. 
Her vision swam, black at the edges threatening And then the last of her strength gave out, 
to overtake the image of a pair of sandaled feet and she had no time but to think she was dying. 


stepping closer. She focused on the feet, and then 


on the face that leaned down to look at her closer. By Yvette Lessard 
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As per tradition, Hi-Rez started the weekend 
i 
with European competition. Returning from the SPL 
\ 
was Cyclone, Elevate, and New Game Plus. CycloneGG 
| 


retained the same roster from the Fall Split, but due to 
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RELEGATIONS 


SEASON 4 SPL RECAP 


SPL RELEGATIONS RECAP 


By Jacob Russell —— 


THE SPL IS BACK, BABY! GRANTED, WE'VE BEEN WATCHING CHALLENGER CUP 
TEAMS FOR THE PAST FEW WEEKS, BUT THE REAL DEAL IS HERE! Will the old guard 
retain the bottom three spots or will the league see fresh blood to start the season? 

To decide that is relegations, where in both regions the bottom 3 SPL squad's go up 
against the best three teams the Open Bracket could offer. The SPL squads have a slight 
advantage in that they have had practice in a league environment, but they don't know 
what to expect from the lesser known teams. Most of the Open Bracket teams aren't 
that well synergized, as they have only been teaming together for a month, but the SPL 
rosters have had changes as well. How these factors will combine on the Battleground of 
Gods attracted thousands of viewers, so let's go over what their eyes were glued to. 


iceicebaby’s internet issues, we saw AllHailMuppets sub 
in the jungle for two of five relegations matches. This 
roster finished 8th in the Fall Season, as they went 1-11 
in Group B. The consensus was that Cyclone struggles 
against SPL level competition, but there were questions 


on whether or not they could defend the highly coveted 
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final spot in the league. Next up is Elevate, who retained 


their duo lane + solo lane from their 7th place fall 


campaign (3-9 record]. Nulisa was kicked from the middle 


lane, and was replaced by BlizzardFX. Faeles (formally 
known as Jungler, very creative] joined as the team’s 
jungler after WorldEdit retired from the scene. New 


Game Plus comes from the ashes of the Cringe Crew 


banner, keeping Kero in middle, Repikas in the jungle, and 


Dethiance as the Coach/Sub. Burrito’s NOnumbers joined 
the roster as the solo laner, and Torpedo’s duo lane from 
S3 Spring (Murrdurr & Gamehunter] finish out the roster. 
From the Open Bracket comes Novus Orsa, 
Deserted, and Last Minute Monsters. The situation with 
Novus Orsa is complicated, as they didn’t play in the 
Open Bracket but still found themselves in relegations. 
They took Variety New Team's spot after that roster was 
picked up by Team Dignitas, leaving Open Bracket 4th 
place Optimus Gang out in the cold. Many argue that this 
roster would fare better than Optimus Gang though, as 
Novus Orsa is a medley of players who have proved they 
belong in the SPL. Ironically enough, a majority of this 
roster played under the Dignitas banner last year (Solo 
Duck3y, Jungle FrostiaK, and Mid ShadowNightmare.] 
Support Frezzyy (formerly PandaLike) finished 2nd at 
the most recent SWC, but his lane partner FleuryQ was 
only a sub for Cringe Crew last season. Deserted finished 
third in the Open Bracket with a roster that included 
Jungler MikeTheMagikarp and DeathPanter, but they 
both “deserted” the rest of the roster for Sanguine 
Esports. Those two players were replaced by former 
Burrito Jungler Gorgonzolla and former Torpedo Mid 
BroTuZ. The team is led by TheBigSB (Zashu) of Cringe 
Crew fame and capped off with the duo lane of Baas 
and Hoek of the Challengers Cup. Lastly is Last Minute 
Monsters (hehe], who finished 2nd in the Open Bracket 
with Mid St3fan (now on Sanguine Esports) and Burrito’s 
former ADC Cosmic (formerly Lace, now a free agent). 


The roster we saw in relegations though was a different 
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mix of EU’s CC talent of Solo R3bound, Jungle Hestrix, 
Mid Farakirk, ADC Joshy, and Support HalfDevil. 


EUROPE RESULTS 


In the first game of the 15 on the day, Elevate took 
out Last Minute Monsters. Jungler Faeles led Elevate 
to victory as Susano with a 10/3 KD and 24k player 
damage in a 26 minute match. Solo MoGoW’s Odin 
was able to exploit the lack of mobility on Sylvanus, 
Hercules AND completely get rid of their healing as well. 
CycloneGG’s duo lane of Support KaLaS and ADC Vote 
showed the world their interesting proxy farming start 
with Khepri and Izanami against Deserted. “Winions” 
weren't the only thing that won the game for Cyclone, 
as Aphrodite made their front line of Cabrakan and 
Khepri unkillable. New Game Plus was able to take out 
Novus Orsa in the third game of the day on the back of 
Repikas Ratatoskr and Gamehunter’s Ullr who had a 
combined KD of 13/1. Novus Orsa just couldn't get their 
double hunter composition of Artemis Mid and AMC 
ADC off the ground. Two 1-1 teams faced off in game 4, 
with Cyclone handing Elevate their first loss of the day. 
Cyclone followed the same formula as the last game, 
with a healer in the midlane (Ra) and Cabrakan in the 
solo lane. Solo Deathwalker led the team in damage and 
kills on Cabrakan, with 9k damage and 4 kills in the 20 
minute match. Novus Orsa and Last Minute Monsters 
both started off the day with a loss, but Novus Orsa’s 
Mid-Jungle dominated the opposing side. FrostiakK’s 
Susano and ShadowNightmare’s Poseidon dealt 25k 
damage each in the 30 minute match and totaled 16 
kills (more than all LMM). New Game Plus’ Repikas and 
Gamehunter stuck to their same old tricks and had the 
same results against Deserted. Ratatoskr and Ullr once 
again joined forces and totaled 16 kills and 52k damage 
in 32 minutes. The double ADC composition worked a 


lot better for Novus Orsa against Deserted than against 
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New Game Plus. This time, Freya Mid and Apollo ADC 
led Novus Orsa to a 2-1 record on the day. Cyclone rose 
to 3-0 on the day against Last Minute Monsters, with Solo 
Deathwalker on Nike and ADC Vote on Rama leading 
the charge with 15 kills and 42k damage in 26 minutes. 
Elevate rebounded from their loss against Cyclone 
by rolling over New Game Plus. Jermain’s Apollo and 
Faeles Hun Batz took it to NG+ by securing 6 kills each 
while dominating the late game teamfights. Deserted 
finally captured their first win against Last Minute 
Monsters, with the Mid-Jungle Combo of BroTuZ’s 
Vulcan and Gorgonzolla’s Ratatoskr doing the heavy 
lifting. Seventeen kills and 49k damage was all that was 
needed to take out LMM's healing composition. Cyclone 
stayed perfect in relegations by defeating New Game 
Plus with Deathwalker once again making Cabrakan 
the meta. NG+ was only able to get 2 kills in 28 minutes 
to Cyclone’s 18. Repikas tried to shape the meta with 
a guardian like Deathwalker with Athena Jungle, but 
he had almost no impact on the game. Hun Batz was 
dominating the jungle on this day, and Elevate’s Faeles 
was no exception against Novus Orsa. The game was 
close, but Faeles’ 7/1 KD was enough to suppress the 
double warrior composition that Novus Orsa assembled. 
Cyclone and Elevate had their spots secured, so the 
last spot came down to Novus Orsa vs New Game Plus. 
These two teams both had one game left to play against 
a bottom 2 squad, so who would play spoiler? New Game 
Plus didn't help themselves, as they died more than 
once a minute against LMM [41 deaths in 31 minutes). 
R3bound secured 10 kills on Amaterasu, Hestrix got 13 
kills on Susano, and FaraKirk managed 10 kills on Janus. 
Last Minute Monsters, by getting the victory, made it 
very difficult for NG+ to secure the last spot in the SPL, 
meaning that the last spot would come down to the last 
game. Novus Orsa secured the last spot by handing 
Cyclone their first loss of the day, as they were able to 


decimate Cyclone’s triple tank composition. Solo Duck3y’s 
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Fenrir absolutely farmed the opposition, getting 11 kills 
while also setting up kills for his team with Ragnarok. So 
there you have it, the newest additions to the EU SPL are 


the same old faces with a few roster swaps mixed in. 


NORTH AMERICAN TEAMS 


Next up is the inferior region, North America (read 
last issue to learn why). The reigning SPL teams were 
Enemy, Noble, and NeilM. Enemy was able to keep U of 
their roster from S3, with Captain/Support PainDeViande 
deciding not to completely obliterate his roster for once. 
His best bros in ADC PandaCat and Mid Khaos from the 
Legion of Carrots days will hold down the two left lanes 
with Varizial returning to the jungle. The newcomer to 
the roster is solo laner RussianPapi, but MrMakey would 
sub for him in relegations. This core came in 6th in the 
Fall Split last season with a 4-8 record, a far cry away 
from their second place finish at SWC 2016. Can they 
get anywhere close to their former glory? Noble has 
had a huge facelift from last season, as only their duo 
lane of ADC Wowy and Support Wubbn return from last 
season. 8th place was the best that the team could get 
in the fall split, as they only won 2 games and lost 10. 
The squad has been injected with a bit of SCL (SMITE 
Console League} talent, with ElChapo taking over Jungle 
duties and Uzzy taking over for Whalrus in the solo lane. 
Surprisingly, MLCSt3alth was chosen as the midlaner 
for this squad, despite the fact he told the community he 
was taking a break from the scene. A break of two weeks 
| guess? Come on Brett! NeilM is what is left of EnvyUs’ 
SMITE tenure, with a majority of the roster going to Team 
Allegiance and the organization bailing the scene after 2 
years of participation. What remains of their long past is 
KikiSoCheeky in the solo lane and Skeeledon in the jungle. 
The new talent for NeilM includes top Challenger Cup 
players Support NeiruMah and ADC DayToRemember. 


Venenu, the midlaner for the squad, gathered some 
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SPL experience with Team Allegiance as the ADC in 
the spring of last year. NeilM is probably the weakest of 
the three SPL squads, but time will tell if they're even 
good enough to still be considered an SPL squad. 

Hailing from the Open Bracket is In Memory of 
Gabe, Astral Authority, and Cope is Still the Problem. 
In Memory of Gabe is a team that many consider a top 
4 SPL squad that is for some reason being forced to 
play against these lesser squads. Hear this team! Solo 
Whatrus from Noble, Jungle Cynosure from Allegiance 
Xbox, Mid Hurriwind from Flashpoint, and the duo lane of 
ADC Snoopy and Support Eonic from Soak. All of these 
players have experience in the top level of play, as even 
their sub Meerkat has played for Denial. Astral Authority 
is in a unique situation in that they have been together 
a long time in many community tournaments and have 
earned such a name for themselves that they got picked 
up by an organization. You may have heard of them as 
Salsa Squadron, as they finished first in the Challengers 
Cup in the Fall under that name. The only player on this 
roster with SPL experience is Support LeftSyndrome, as 
he played support for The Randozos in the spring last 
year. Filling out the rest of the roster are players that 
have consistently finished top 3 in the Challengers Cup 
and are finally getting an SPL shot: ADC FaymousHate, 
Mid Sheyka, Jungle Fineokay, and Solo Mangoh. Cope Is 
Still the Problem is, as you would imagine, led by former 
Allegiance solo laner Copebby. The rest of the roster is an 
assortment of players unknown to most of the scene, with 
the exception of their sub Fearno, who subbed for Enemy 
last season. Those lesser known players include Jungler 


Mexiety, Mid Viper, Balentine Support, and Sops ADC. 


NORTH AMERICA RESULTS 


Astral Authority played on the backfoot too much 
against Noble in the first match of the day, which let 


MLCSt3alth wreak havoc as Zeus. He dealt 33k player 
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SSS 


damage in 30 minutes while also shutting down Ra’s 
healing with Divine Ruin. Cope ts Still the Problem tried to 
cheese Enemy with Rallying Ritual, but the Enemy's Titan 
stood tall with about 2,000 health. They were just too far 
behind in gold and couldn't withstand the large amount 
of AoE damage coming out of ADC PandaCat’s Cupid 
and Mid Khaos Agni. In Memory of Gabe’s Cynosure 
dominated on Serget in his debut out of the SCL against 
NeilMah with top kills and no deaths. He wasn't alone, 
however, as Hurriwind’s Janus in the midlane put out 
top damage against NeilMah’s double guardian comp. 
Noble failed to make it two in a row against Enemy, as 
PandaCat once again set the pace, this time with Izanami. 
He picked apart the boys in yellow and black with a 7/0 
and 18k player damage. In Memory of Gabe handed 
Astral Authority their second loss of the day on the back of 
Snoopy’s Vulcan ADC (shoutouts to Allied). Cope actually 
wasn't the problem for once for his team, as he led the 
team in damage out of the solo lane. NeilMah drafted 
Sylvanus and Change in order to get a large amount 
of sustain in the middle of the map, but still didn't have 
much healing despite Cope’s team not counter building 
healing very much. It was a short game with very few 
kills, but In Memory of Gabe remained undefeated on 
the day against Cope and company. Snoopy’s Vulcan ADC 
continued to pay dividends for his IMoG (I’m lazy, | know}, 
as his opposition just couldn't stay out of his ultimates. 
Many considered Astral Authority to be pretty much 
out of the running for Relegations after starting off 0-2, 
but they surprised Enemy and managed to get a win 
against the SPL squad. It was convincing as well, as they 
had 21 kills to Enemy's 3, mainly because of their double 
assassin composition that worked wonders. Mangoh in 
the solo lane as Ratatoskr and fineokay in the jungle as 
Serget combined for 13 kills against a less than mobile 
Enemy composition containing Nu Wa and Ymir. Speaking 
of teams making a comeback, NeilMah took a game 


off of Noble in a dominating fashion. NeilMah easily put 
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away 24 kills while Noble managed only four kills, with 
Skeeledon as Thor being the team’s main initiator. It's safe 
to say that Noble couldn't deal with the large amount of 
crowd control: Cabrakan, Thor, Janus, and Sylvanus. The 
Astral Authority and Cope is Still the Problem matchup 
was the closest of the day thus far, as the kills read 20 to 
21 in the end. Astral Authority's Fineokay went off in the 
game (11/4), but his team still fell short. Enemy secured 
their SPL spot against NeilM with Varizial wearing the 
backpack as Susano in the jungle. He had the most player 
damage by a long shot and used his god's large amount 
of crowd control to disrupt the opposing squad. IMoG 
continued to have an inspired performance in the name 

of everyone's favorite dog meme against Noble. They 
forced Noble to surrender at the 16 minute mark after 
winning the kill trade 18 to 2. Snoopy continued with the 
off-meta picks, this time it was AMC. He didn't even die 
once despite the Bee's lack of mobility, which meant that 
he got a lot of farm in the early game and snowballed 

out of control. A lot of speculation was happening in the 
community about a possible three way tie, and the last 
two games would decide who stayed and who went home. 
MLCSt8alth dominated for Noble in the middle lane, as he 
nearly doubled the damage of the player with the second 
most damage. This led to the game being a short one, a 
total of 21 minutes, but Cope’s squad still would qualify for 
the tiebreaker. In the last game of the regulation matches, 
NeilMah was able to slip past Astral Authority to qualify for 
the tiebreaker as well. DayloRemember was considered 
a top ADC coming out of the Challengers Cup, and he 
proved it this game for NeilMah. His Anhur was able to 
collect 8 kills to only 2 deaths despite being constantly 


dove by AAs favorite double assassin composition. 


TIEBREAKER TIME BABY! LET’S GET THIS STARTED! 
THREE GAMES TO DECIDE WHOSE SPL DREAMS ARE 
FULFILLED! NeilMah put themselves in the driver's seat 


by beating Cope’s team to start the tiebreaker. Venenu’s 
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Janus was the main contributor to his team’s success 
this game, as he didn't have a single death in 39 minutes. 
He often helped his two guardian allies get out of sticky 
situations and shut down the enemy Agni. Unfortunately, 
NeilMah fell face first out of the driver's seat by the 

hands of Noble after a marathon of a game [42 minutes]. 
MLCSt3alth carried his squad AGAIN, this time on Nu Wa 
with 37k player damage [Venenu only had 25k as Scylla). 
He finished up a lot of kills with his ultimate and often 
stunned the enemy frontline. The last game, It all came 
down to this, could Noble slam the door? “Mommy, here 
comes that man again!” is what Cope’s squad supposedly 
said as the field was victimized by Noble's midlaner once 
again. He did the same thing he did last time, top damage 
and a lot of crowd control, but this time with Thoth. He 
was a late addition to this roster, but | would say that 
Noble wouldn't be in the SPL without the services of Cog 
Scylla. So, the three teams joining the North American 


SPL are Enemy, In Memory of Gabe, and Noble eSports. 


A few Open Bracket teams found upsets against 
SPL squads, but Open Bracket teams were only able to 
take 2 of the 6 available spots (In Memory of Gabe, Novus 
Orsa]. It was also very exciting to see the new strats at 
the beginning of the new season and what teams we'll 
see over the next few months. Time will tell if these six 
squads find themselves in relegations again or if they will 


be sitting comfortably in a SPL spot at the end of the split. 


By Jacob Russell 
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PRO LEAGUE 


SEASON 4 ESPORTS 


BREAKDOWN 


There are exciting changes happening to SMITE 
esports in Season 4. The SMITE Pro League and 
Challenger Cup are receiving new formats for the 
new season. The SPL is returning to a three-split 
season and the Challenger scene Is being separated 
into two tournaments. This breakdown will cover the 
esports competitions and tournaments in the North 
American and European regions for Season 4. 

One of the biggest changes between Seasons 
3 and 4 of the SMITE Pro League is that the year 
contains three splits instead of two. Splits are sections 
of weeks consisting of esports action punctuated 
by end-of-split tournaments and relegations. 


Season 4 will have Spring, Summer, and Fall splits. 
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By Zachary McFarland ~~~ 


Continuing the trend set in Season 3, Season 4 will 
have even more LANs than before, with each split 
being capped off by a multi-region LAN and likely to 
contain smaller LANs. Season 4 is shaping up to be 
a fun year with lots of high octane SMITE action. 

The Challenger Cup is also undergoing a makeover. 
It is being divided into two components, the Challenger 
Circuit and the Combine. The Challenger Circuit is 
a league style competition, with the top four teams 
under the pro league playing for a chance to fight the 
bottom pro teams and make it into the SPL. The bottom 
Circuit teams will face off against the top Combine 
teams to secure their spot. The Combine is similar 


to the format of the Challenger Cup. It is a series of 
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weekly tournaments where teams accumulate points 
throughout the split. The top teams at the end of the split 
will fight the bottom Circuit teams and try to break into 
that league. For a new team to get into the SPL, they 
would have to play a split in the Combine, then promote 
to the Challenger Circuit, play in that league for a split, 
then fight in relegations. This means that a powerful 
new team in the Spring can become pro in the Fall. 
Before the SPL season can start, teams need to 
fill out the league. The five teams from both regions 
that played in the 2016 Super Regionals were invited 
back to the Pro League. The organizations were offered 
the spots and they could make any roster changes 
they wanted. Teams that were not sponsored by an 
organisation were only required to keep their captain. 
The bottom three teams from each region have 
to fight for their SPL spots. A two-week open bracket 
series was held in late January where non-SPL teams 
played for the opportunity to relegate into the pro scene. 
The three teams with the highest combined points 
after two weeks were brought into Relegations. 
The Relegations event took place on February 
11th and 12th and saw the bottom three teams of 
the SPL and top three teams from the open bracket 
compete in a round robin tournament, where each 
team played each other once. The top three teams at 
the end of the day advance to the SMITE Pro League. 
The Spring split of the SPL is a 6-week tournament, 
lasting from February 16th to March 26th. During this 
event, each team will face every other team in their 
region once in best of 2 sets. A Bo2 set is a2-game 
series where teams get 3 points for achieving a 2-0, but 
1 point for 1-1 tie, and 0 points for losing 0-2. The top 
two teams will advance to the Spring Finals LAN while 


the bottom six will have to fight in the Spring Gauntlet. 


The Spring Gauntlet is a LAN consisting of the bottom 


six SPL teams and the top Challenger Circuit team from 


each region, for a total of 14 teams at the event. This will 
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occur April 14th -16th. The Gauntlet will have a ladder 
format, where the Challenger team will play the 8th 
place SPL team from their region. The winner will fight 
the 7th SPL team, the victor in that set faces the 6th SPL 
team, etc. The winner of the NA and EU Gauntlets will 
advance to the Spring Finals. The second place teams 

in each region will also play a set, and the winner will 
also advance. This means that three teams from the 
Spring Gauntlet will advance to the Spring Finals. 

The Spring Finals LAN will be SMITE Masters 
held at Hi-Rez Studios. The seven teams from North 
America and Europe will be joined by the top teams 
from Latin America, Brazil, and Oceania, for a total of 10 
teams. The total prize pool of this event is $120,000. 

There is little information about the Summer 
and Fall splits, but Hi-Rez staff have said they wanted 
more LANs and we should get more if the Spring 
format goes well. Each split will be capped by an 
international LAN and it is likely that the Fall split will 
have group LANs similarly to the Fall split of Season 
3, where four teams go to LAN at a time and play each 
other. Regionals will occur at the end of the Fall Split, 
with the Smite World Championship in early 2018. 

Season 4 is shaping up to be a great year for 
SMITE esports. There is going to be more LANs and 
more international competitions. The competition 
is likely to be higher than ever before. From 
Relegations to the Smite World Championship, 


Smite’s Season 4 is going to be exciting. 


By Zachary McFarland 
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ESPORTS HIGHLIGHT: 
COPE IS STILL THE PROBLEM 


By Isaac Weissman ~~ 


With Relegations for the upcoming Spring SPL Split going on now, new teams have 
formed in order to bid for a position at the next level. One of the teams who entered 
the scene is Cope ts Still the Problem, headed by, you guessed it, Copebby. So, who 
are these guys? How ao they play? Who is this teams All-Star player? 


We only got to see Cope’s team play in Week 1 due 


to a tough loss suffered in their first match of Week 2, but if 


their Week 1 performance Is any indication then this is a good 


team. A watcher of the Challenger Cup or of High Ranking 
SPL players on Twitch will recognize many of the faces we 
see on this team, names like Mexiety and Sops come to 
mind right away. Anyway, Mathew “Copebby” Irish is the 
team’s Solo laner, Mexiety the Jungler, Viper the midlaner, 
Dalton “Balentine” Balentine (creative name) the Support, 


and Sops the Hunter. (Note: The other names are yet to 
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be published.] This team really shone in Week 1, and they 
are looking to continue into Relegations on February 12. 
Under the name “Town USA,” Copebby’'s team 
managed to place Second in NA Standings, and they did 
so by trying to get Cope and Mexiety ahead, while waiting 
for Sops to come online in the late game. And you should 
watch for this team to mimic that strategy in Relegations, 
the SPL, or the Challenger Cup. Cope brought out a lot 
of Erlang Shen, but that will likely change with the nerfs 


Erlang Shen received in season 4. Anyway, Cope’s Erlang 
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absolutely destroyed almost every opponent he went against, 
often times with first blood coming as a direct result of his 
performance. In what was probably their best set against 
Slaughter Slugs, Town had a few different players make 
big statements. Mexiety proved his worth with a dominant 
Thor, going 6/1/12, and a strong Awilix. Sops struck fear 
into the hearts of NA hunters with his Hou Yi, going 8/0/3 
against a strong Slaughter Slugs squadron. Perhaps more 
impressive was Balentine, who showed strong support 
ability on Sylvanus and Terra. In the two games he played 
as one of those two gods, he died a combined two times, 
and garnered himself 21 assists and 4 kills along the way. If 
there was any “weak link” on the team, it would have to be 
Viper, but don't pretend that Viper played poorly, because he 
didn't. Viper had a good performance on Ra, hitting a few 
snipes and pumping out lots of healing. He also had a great 
performance on Zeus, going 4/3/11 in his final game against 
Slaughter Slugs. And while his performance didn’t match his 
teammates three weeks ago, that could very easily change. 

Following a relatively clean 2-1 victory over 
Slaughter Slugs, Cope and his team had the unfortunate 
chance to play In Memory of Gabe. Just like every 
other team to face in Memory of Gabe, sans Astral 
Authority, Cope and Co. lost decisively 0-2 (Astral 
Authority only lost 1-2, but then next week lost 0-2). 

In Relegations, Cope is Still the Problem will face 
off against other SPL-Caliber teams, and that isa 
daunting task for many of these players. They enter 
relegations as underdogs, but they have the potential 
to pull out a few victories and advance into the SPL. 
If they lose in Relegations, Cope and Co. could very 
easily take home the Challenger’s Circuit and advance 
into the SPL next split in the Summer. While this team 
isn't world class yet, with enough practice against top 
teams, their innate mechanical ability, and dedication to 


the game they could easily become a top NA team. 


By Isaac Weissman 
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WEWANT YOU 
TO JOIN THE FIGHT 


Newest God Released: 
Kuzenbo: King Kappa 
See You Next Issue! 


